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to utilize new media to open (digital) spaces thus encouraging candid reflection on the connections between historical, face-to-face violence and present social inequality. This includes experiments at the intersections of new media (see discussion section below), heritage, and Black Studies. New media is the "translation of all existing media into numerical data accessible through computers." 1 This includes the conversion of analog materials (e.g., photographs, movies, records) into digital formats as well as the creation of fully digital artifacts like virtual world environments and digital storytelling. Traditional approaches to the use of digital technologies within Black Studies have focused on the ability to connect geographically separate individuals and groups to one another as well as the digitization and delivery of documents and databases. 2 My exploration of new media looks at more complex technologies to resurrect vanished places, key sites revealing long histories of disenfranchisement. 3 This emerging tradition maintains the commitment to social justice central to Black Studies while expanding the methods and techniques used to share complex histories with a wider audience via the Internet. 4 The use of new media to highlight the Black experience is rapidly growing. New media builds upon a tradition begun in the late 1990s with eBlack Studies (http://www.eblackstudies.org) and recent movements to construct a "living black history." 5 The case study informing this paper is drawn from the historical legacy of the 1923 destruction of Rosewood, Florida. The next section provides an overview of the tragic history of Rosewood with specific reference to how the events of early 1923 reveal larger trends within American society. This portion of the article introduces the concept of intersectional violence and explains how racially charged collective violence in the early twentieth century is directly related to covert forms of disenfranchisement in the present. Tracking the historical legacy of intersubjective violence requires the application of geographic information systems (GIS) to at a local sawmill. 10 The town also had a Black baseball team, remembered as a significant part of Rosewood's cultural gatherings by descendants decades later. 11 The economic fortunes of Rosewood began to steadily decline in the second decade of the twentieth century. The Goins, one of Rosewood's most financially successful families, relocated to Gainesville in 1920. The Cummer and Sons Lumber Company built a large sawmill in Sumner a few years before the Goins left Rosewood. Several Rosewood families were forced to gain employment at the new sawmill. 12 The post office and other businesses moved from Rosewood to Sumner by 1918. 13 While these economic changes certainly affected Rosewood families, the now majority-Black town continued to survive and the community remained. 14 This came to an end in the first week of 1923.
Racial violence was no stranger to the state of Florida in the years preceding the 1923 destruction of Rosewood. The KKK is credited with either participating in or organizing an attack against Black voters in Ocoee, Florida in 1920. 15 This attack resulted in the burning of a significant number of homes in the town's Black district. One month prior to the Rosewood riot, a group of Whites lynched three Black men in Perry, Florida who were suspected of killing a local White schoolteacher. Following the lynching, the White mob descended upon a Black neighborhood and burned several homes. The story ran for weeks in newspapers across Florida, reminding local Whites of the supposed danger local African Americans posed. 16 What has become known as the Rosewood Massacre or Rosewood Race Riot is referred to as the 1923 Rosewood Pogrom herein. The term pogrom better describes the movement toward complete destruction-through either outright killing or forced removal-that typified the events of early 1923. Pogrom is increasingly acknowledged by other researchers 17 as the more accurate term for such occurrences in the late 1910s and early 1920s.
On New Year's Day, 1923, James Taylor went to his job as machinist at the Cummer and Sons Sawmill in Sumner, where he lived with his wife Fannie and their young children. While James was at work, Fannie claimed a Black man attacked her at home. At the time, Sumner residents assumed a Black man had in fact committed the crime, even though some Black families suggested and most researchers today agree that the assailant was a White man with whom Fannie was having an affair. 18 Unfortunately, the fabrication of Black assailants by White women represented a growing tradition in America during the late 1910s and early 1920s.
Levy County Sheriff Robert "Bob" Walker organized a posse, and a pack of bloodhounds was used to track the Black assailant. By the evening of January 1 (a Monday), the posse grew beyond the men initially deputized by Walker, as unidentified individuals began arriving from nearby towns. The mob speculated the assailant must be a recently escaped Black man from a nearby labor camp named Jesse Hunter, who was allegedly seen in the company of Rosewood's blacksmith Sam Carter a few days prior. Hunter became the prime suspect and the mob headed for Rosewood. 19 While under considerable pressure, Carter admitted to giving Walker a ride in his wagon to the nearby town of Gulf Hammock. Carter led the growing mob to the spot where he had taken the accused in his wagon earlier that day. When the bloodhounds were unable to pick up the scent, and after Carter was unable to satisfactory answer the mob's questions, his body was riddled with bullets and his corpse left on the road between Sumner and Rosewood, where it was found the next day. Days later, echoing similar sentiments common to the time, 20 According to some accounts, only women and children were allowed on the train. That Saturday, James Carrier, brother of Sylvester and son of Sarah, returned from the swamps to Rosewood. He was apprehended by the White mob and taken to the Black cemetery. He became the eighth murder as he was lynched near the fresh graves of his brother and mother. 28 On Sunday, the White mob returned to Rosewood one last time and burned the remaining African American homes and buildings. Rosewood was no more. 
Information Technologies and Intersectional Violence in Rosewood
In addition to exploring the ability of new media to translate scholarly work into public knowledge, this research focuses on the central goal of contributing a deeper contextualization of the events of 1923 by drawing upon intersectionality analysis. Intersectionality represents an approach-a methodology-to analyzing social inequality as the interaction of various identities, and it has found its greatest proponents among critical race theorists and feminists.
Intersectionality as a term, theory, and method is best known from the work of Patricia Hill identifying the possibility that race riots were exaggerated and prolonged versions of the practice of lynching. 36 Boskin specifically referred to race riots as mass lynchings. 37 While the practice of lynching reached its peak in the 1890s, spikes continued throughout the early twentieth century and are typically interpreted as the results of economic crises. 38 Although the rate of lynching decreased after 1900, the subsequent rise in brutality corresponded with an increasingly symbolic aspect. 39 Scholars also interpret a reciprocal relationship between the declining rate of lynching and rising disproportional imprisonment and execution of minorities. 40 As Jim Crow gathered strength, a specific form of structural violence took shape.
Sundown towns began to appear in the late 1800s and early 1900s, reaching their peak in some areas as late as 1970. 48 Sundown towns were named for the signs often posted at their city limits warning minorities to be out of town by sunset. These communities formed as all-White enclaves, or were created when Whites, usually violently, expelled minority residents. The Galton's Hereditary Genius in 1869. Galton, who was Charles Darwin's cousin, stated that intelligence, success, and propriety were the results of good genetics. He urged the British government to encourage children of well-to-do families to marry one another. While Galton paid little attention to the "unfit," subsequent eugenicists increasingly insisted that poor, nonWhite, and/or mentally handicapped individuals should be segregated from society. 52 The famous Kallikak studies 53 provided the impetus for the development of a eugenics movement in the US.
Kallikak is a pseudonym derived from the Greek kalos and kakos, meaning "good" and "bad,"
respectively. Goddard studied more than 2,000 family who members descended from the illicit sexual encounter between a successful businessman and a poor prostitute. He characterized more than half as feeble-minded, meaning that they were "unproductive" members of society: poor, uneducated, mentally handicapped, and so forth.
Goddard and researchers at the Eugenics Record Office (ERO) began developing programs and had numerous suggestions for fighting unfitness, including the passage of marriage laws, sexual segregation, involuntary sterilization, and limits on immigration. The ERO wielded enough power that by the early 1920s, its officers aided the US government in writing the Immigration Act of 1924. 54 Numerous abuses were committed in the name of improving the human species, including the forced sterilization of thousands of individuals against their will.
While the majority of eugenicists advocated for segregating or sterilizing the genetically unfit, more radical members of the ERO supported genocide and euthanasia. Eugenics remained popular in the US until the rise of Germany's National Socialist Party.
The eugenics movement in the Southern US developed along different lines than in other areas of the country. While a preoccupation with immigrants and racial minorities motivated eugenicists at ERO to divide their efforts between segregating the feeble-minded from society and minority races from Whites, Southern eugenicists concentrated almost solely on feebleminded Whites. Eugenicists affiliated with the ERO discussed at length the inferiority of African Americans, 55 but eugenicists in the Southern states rarely considered the role of African Americans, believing that no improvement was possible among an already irredeemably degenerate African American "race." 56 The symbolic violence resulting from this view should not be underestimated, as it produced numerous scientific studies documenting the inferiority of African Americans, further justifying a false ideology of racial superiority among Whites in America.
The view of Southern eugenicists was popularized through a variety of means, including newspapers and radio. Throughout the early twentieth century, newspapers in Florida and elsewhere circulated stories from local health boards describing the supposed benefits of instituting eugenics-based reform. Eugenics in Florida was framed as a service to the taxpayer.
The basic premise suggested the state could prevent feeble-minded individuals from breeding and save the money it might spend caring (e.g., jails, asylums) for feeble-minded offspring.
The three forms of violence briefly described here represent constellations of practices available to social elites. An assemblage can bring about any number of "effects"-aesthetic, machinic, productive, destructive, consumptive, informatic, etc. In regard to violence, this meant that social elites could selectively choose, through a process of bricolage-the construction or creation of a work from a diverse range of things that happen to be available 57 -from a wide array of strategies to limit participation by minorities in US society.
Framing intersubjective, structural, and symbolic violence as assemblages presents a new reading of racial violence in American history. As lynchings decreased, the numbers of race riots increased. Lynchings, while becoming less numerous, were increasingly symbolic and gruesome. 58 However, the racist society of modern America conceptualizes "racism as a sociopolitical concept that refers exclusively to racial ideology that glues a particular racial order." 59 In other words, the racist society of the early twentieth century combined elements of overt racial violence with developing systems of structural and symbolic violence. Today, racism is primarily seen as a product of the structural violence, what Bonilla-Silva terms "racism without racists." Social elites benefit from these arrangements. Drawing on an intersectional perspective, the patriarchal and race-based hierarchies of American society mean that White men are imbued with the greatest privilege, regardless of whether they actively court such privilege in their daily lives. This is not a one-dimensional reading of haves and have-nots: there are degrees of privilege, and wealthy elites command greater social capital than poor Whites. However, poor
Whites still benefit psychically from such arrangements because they support the view of racial hierarchy. 60 This is visible in current conversations about immigration, which break down along lines of race and nation. Regardless of one's personal perceptions about race and racism, elites benefit from the arrangements of a racist society.
Jim Such a transformation intensely disrupted society. Whites felt that intersubjective violence maintained their racial superiority prior to 1900. At that time, it was the prevailing assemblage of domination available to them. As structural and symbolic forms were reified and became accessible by larger portions of White America, African Americans were viewed as a collective more than ever before. Changing attitudes towards miscegenation reveal these patterns. 62 Prior to 1900, interracial sex was met with a mix of apathy and interpersonal violence. In Rosewood, Blacks were literally surrounding a historically established White area, resulting in a unique racial landscape. As such, it produced a distinctive reaction. The 1923 pogrom eludes common reasons often cited by researchers to explain the appearance of racial violence. The area around Rosewood was experiencing rapid economic growth. While a precipitating event did occur-Fannie Taylor's false claim-the White reaction was more severe than usual.
Transgressions against the color line were known to have occurred before the 1923 race riot but were not met with mob violence.
As intersubjective violence decreased across the country, many locations were forced to physically embody the trauma of a dramatically changing social system. These traumatic events cannot be explained by local, regional, or national trends alone. A deeply contextual reading is necessary to understand why certain locations at specific times witness the explosion of intolerance into racially charged collective violence. These are expensive software packages with full licenses typically costing thousands of dollars.
In the past, the steep cost and lack of training resources limited the exploration of these programs to specialists. Fortunately, software companies are increasingly licensing their programs for educational use, typically resulting in discounted or free versions assuming no profit is made from the resulting models. Autodesk, a longtime 3D software leader that produces 3DS Max, Maya, and AutoCAD, now offers free three-year licenses to students and educators Mary Hall remembered asking her mother and sisters about their house in Rosewood often; they explained, "We had a big two-story house and we still lived there [after her father died] because it was a lot of us children." Dr. Annett Shakir remembered his mother telling him that relatives, the Carriers, had "a two-story house and with a porch on it, lace curtains, and manicured lawns. My grandmother also played piano. So, there was a piano in the house."
Earnest Parham, who was 18 in 1923, remembered substantial houses in Rosewood, such as the Bradleys, whose home "wasn't painted but it was a big substantial house." Eva Jenkins, who was thirteen in 1923, had one of the clearest memories of her home in Rosewood. She described it as follows:
Our house had three bedrooms and this big hall down the middle (open hall) and a kitchen and dining room and it was onto the house; a lot of people said theirs were separate from the house, but ours was all joined, we had front porch and back porch, and two big old magnolia trees in the front yard, oak tree with a swing on it. But anyhow they had nice furniture.
Some of the property deeds include basic building descriptions. Other times, census records provide a basic idea of the numbers of people living in a structure, indicating whether a building was home to a large or small family, used as a boarding house, and so forth. The size and construction of public buildings like stores, churches, schools, and the Masonic lodge were fairly standard for the area at the time, and photographs of similar historic structures from nearby locations were used as templates.
After building a 3D model, the next step is texturing it. Texturing, as the name suggests, refers to the placement of colors, patterns, and/or images onto the 3D model. It involves a flat image pasted onto a 3D surface. Once properly textured, models are rendered to increase their photorealism. Rendering refers to the final production of an image or video using the textured 3D model. The process involves the computer calculating how light would interact with the 3D model as though it were a physical thing. This produces shadows and adds an increased sense of realism ( Figure 6 ). After individual structures are built and textured (nearly fifty separate buildings were constructed and textured for Virtual Rosewood), they can be placed together in a virtual world environment and navigated by users.
Delivering high-quality 3D content in an interactive way via the web was nearly impossible just a few years ago. Today, an increase in Internet access speed allows large amounts of content (such as virtual world environments) to be quickly and consistently accessed.
New software has also appeared facilitating the delivery of 3D content. The ability to deliver such content via web browsers allows larger numbers of visitors to explore virtual world environments without a large investment in computer hardware and technology-a key element in reaching communities still affected by the digital divide.
A popular program for delivering virtual content via a web browser is the Unity3D game engine. A game engine is a program designed for the creation and development of video games.
Unity3D can use models created in various 3D programs, including 3DS Max, Blender, and so forth, without the need for third-party software to convert between formats. Unity 3D also offers one-touch convenience for uploading virtual world environments to the Internet. The learning curve for experienced creators of 3D content is minimal for Unity 3D. Unity 3D is available as a 30-day unlimited trial. This is usually long enough to create a rich virtual world environment and upload it to the Internet. Virtual worlds created with Unity3D retain the look and feel of a video game (Figure 7) , and navigation using a mouse and keyboard is fairly straightforward.
Visitors to the Virtual Rosewood Research Site can explore a fully reconstructed version of the town, as it existed prior to 1923. The placement of models on the landscape was informed by the GIS work described above, and the virtual world environment is viewable on the website via the freely downloadable Unity3D browser plugin. While the expertise required to create a virtual world environment like the one just described may seem daunting, other methods for creating virtual content and delivering it online are available through Second Life.
The Virtual Rosewood Museum in Second Life
Second My use of Second Life centers on the creation of a virtual museum. The museum's basic design is that of a repurposed historic building converted into a local history museum (Figure 8 ).
This decision is based on the fact that at least one structure has survived the 1923 riot-the house The virtual museum allows visitors to experience the site in a number of ways. In the repurposed building, visitors can explore the history of Rosewood through museum-like displays, including a diorama of the town as it stood in the early 1920s ( Figure 9 ). Second Life provides, for a fee, a complete package for the creation and delivery of virtual reconstructions of historic sites. Second Life allows a user to control many aspects of their virtual land. For instance, while building and outfitting the virtual museum, I kept the land closed to others. Now that the land is open to visitors, I have placed restrictions on it, including removing visitors' ability to fly. In order to deliver the virtual museum content, all a creator has
to do is open the land to visitors. The content is delivered in the same format it was created, without the need for converting between formats or using additional software, a concern for the methods discussed above. However, unlike traditional film, digital storytelling presents an important intersection regarding the democratization of historical research.
Digital Storytelling and the 1923 Rosewood Pogrom
Digital storytelling traces its roots to a series of workshops in Los Angeles during the early 1990s. These workshops proved so successful that a Center for Digital Storytelling (CDS) was created shortly thereafter and remains the national center for working with digital media to tell personal stories. 73 Indeed, the impulse to share personal lives continues to characterize digital storytelling. Joe Lambert's recent book by the CDS 74 captures this spirit as well as outlining the components, themes, and methods for creating digital stories.
In addition to describing the varieties of stories people tell, Lambert discusses the specific methods storytellers employ when crafting digital stories. As the majority of digital storytelling projects focus on one or a handful of individuals, these suggestions focus on bringing out the emotional aspect of personal experiences. As digital stories are often personal stories, the importance of confessing one's true feelings and opinions is paramount. Lambert stresses the importance of emotional content because it creates a more interesting story and reflects reality in more genuine ways. In addition to the personal content, planning the actual structure of the story is highlighted. This includes clarifying the story's meaning by the use of storyboards and other traditional aspects of filmmaking. Lambert encourages the use of music, but warns against using copyrighted material; instead, he encourages digital storytellers to utilize copyright-free music and to always provide attributions for content created by others.
My goal for adopting a digital storytelling approach as an emerging method to share There was a ditch that separated Riviera Beach from Kelsey City, there was a long ditch there.
[They] had a bridge across it, and of course all the milk houses were there, and the Hearst Chapel AME Church there. They had built that church right on that side of the ditch. So, we went to church, and would you believe our daddy was there, and we didn't know where he was, we didn't know where he was, hadn't seen him in months. We walked into the church that Sunday, and there was our father. history of subjugating minority and colonized groups, 82 they can also support emancipatory projects if audiences are engaged in alternative ways. 83 There are two perspectives on the role of the audience in relation to media. The first presents an essentialized view, one that sees audiences as simply accepting the intended message. The second and more hopeful view suggests that audiences are active in how they consume media. This "active audience" supports the creation of media as "tools available to disenfranchised members of society that can be used to undermine existing power relations and instigate societal change." 84 As the erosion of the digital divide continues, new media for Black Studies as described in this article provides a key set of techniques for the creation of Black spaces online. These spaces are central to demonstrating the value of digital technologies for minority communities, and help destabilize the (re)inscription of negative identity politics within virtual spaces.
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Conclusion
This article explores the utility of new media (e.g., virtual world environments, digital storytelling) for supporting the central tenets of Black Studies, particularly eBlack Studies. 
